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Baggage Check 


Introduction 


Baggage Check is a short adventure designed to be 
used at any point of a campaign. The characters may 
require assistance from the Keeper, especially if the 
scenario is run in a location where the normal research 
avenues are no longer open to the Players. 


Best suited to a small group of Investigators (with level 
of experience) the opposition is cunning and proactive, 
although poses little real threat to an organised team. 


Notes on Layout 


As the original adventure was designed to be played 
using Chaosium’s Basic Roleplaying (BRP) Rules the 
following Skill Difficulties, NPC stats and Spells have 
been converted for use with the d20 Rules. 


Please note that while the conventions used in the d20 
Call of Cthulhu Rulebook have been followed where 
possible, GMs are encouraged at all times to adapt the 
game play to best suit their own players. 


Skill Difficulties 


Skill difficulties for the d20 system have been 
presented using a short description of the events 
requiring the roll followed by the appropriate Skill, its 
location in the Rulebook and the Difficult Check level 
needed for a success. 


Example: Gaining further information from the man 
requires a Diplomacy roll (pg 27) versus a DC of 15. 


NPC/Adversaries Stats 


Statistics for both NPCs and Adversaries in the 
adventure are detailed using the follow standard. 

Name; Description (size and Type); Hit Dice (Hit points); 
Initiative; Speed; Armour Class; Attacks; Damage; Face/Reach 
(if required); Special Abilities; Spell Casting; Special Attacks; 
Special Qualities; Saves; Sanity; Skills; Feats; Challenge Rating; 
Sanity Loss 

Example: Deep One; Medium Size Aberration (Lesser 
Servitor Race) (Aquatic); HD 2d8+4 (13 hp); Init +2 
(Dex); Speed 20ft, 40ft swim; AC 15 (+1 Dex, +4 
Natural); Att 2 claws +5 melee, bite +0; Dam Claw 
1d4+4, bite 2d4+2; SQ Low-light vision; SV Fort +2, 
Ref +2, Will +3; Abilities Str 19, Dex 15, Con 14, Int 
11, Wis 10, Cha 6; Skills Climb +10, Hide +7, Listen 
+7, Move Silently +5; Feats Alertness; CR 2; Sanity 
Loss 0/1d6. 


Spells: 
Likewise Spells are detailed using the follow standard. 


Name; Components; Cost; Casting Time; Range; Area; 
Duration; Saving Throw; Description (including any further 
information) 


Example: Elder Sign 
Components: V, S, F 
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Cost: | Con drain (permanent) 

Casting Time: | full round 

Range: Touch 

Area: Any opening, doorway, or magical gate 
Duration: Permanent 

Saving Throw: None 

You create a special ...etc. 


Sanity Loss 


As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Experience Rewards 


The Unbound Book has adopted the use of the ‘goal’ 
style of rewarding experience (as per the guidelines 
stated on page 227 of the rulebook). On completion of 
an adventure each goal reached by the party entitles 
each successful character to 300 experience points. 


Not all goals listed can be achieved each time the 
adventure is run, in fact some goals may only be 
successful achieved if certain decisions/errors are made 
by the players during the game. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
tules please feel free to contact The Unbound Book at 
http://www.unboundbook.org/contact.htm. 


Regards, 
The Editor 


Baggage Check 


Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


The Switch 


The Keeper should select a character (perhaps the one 
with the lowest Credit Rating {roll randomly among 
any characters without the wealth feat} or a player who 
has yet to be drawn into the campaign) to be the victim 
of the switch. 


Discovering the Switch 


Upon reaching their hotel, or wherever they stop, a 
Spot check, DC 10 or Int check, DC 10; can’t take 10, 
will spot specific differences between the investigator’s 
original luggage and the new suitcase. 


Concealed in a false wine bottle an Int check, DC 10; 
can’t take 10, notes the increased weight, otherwise a 
Spot or Search, DC 10 or any attempt to drink from the 
bottle will detect the ruse) is an alabaster statuette in 
the shape of a Canopic jar. 


A Search or Spot, DC 15 will detect some uneven 
restitching of the lining of the case. 


The Artefacts 


Multiple Knowledge (archaeology), DC 10 rolls can 
identify all of the concealed items in the suitcase, as 
can an antiquarian, museum, or auction house. 


Assuming either Knowledge (archaeology), roll for the 
coins or medals succeeded, an Int check, DC 10; can’t 
take 10, suggests that they were part of a single horde. 
A second Int check, DC 10; can’t take 10, will note that 
all the coins and medallions have been professionally 
cleaned. 


A Knowledge (archaeology), DC 10 roll reveals that 
they date from the New Kingdom, probably from the 
19th dynasty, and as such, are quite valuable. 


A Knowledge (archaeology) or Knowledge 
(Egyptology), DC 10 roll can translate some short 
phrases, but none are of note (most are prayers to 
Osiris). 


A character with the skills Knowledge (archaeology), 
DC 10 or Knowledge (Egyptology), DC 10 can, with a 
successful use of either skill, determine the following 
about statuette. A successful Knowledge (archaeology) 
or Knowledge (Egyptology), DC 10 will be able to 
phonetically translate the inscription but it does not 
conform to any known Egyptian dialect. 
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The Canopic Jar and its Effects 


See The Canopic Jar and its Effects below for further 
details. 


Research 
The Artefacts 


Alternatively a day in a large library (and three 
Research, DC 10 rolls) can allow an amateur to come 
up with most of the same information though Keepers 
may choose to throw in a few errors to keep the players 
on their toes. 


If the investigators use an expert, have the investigator 
“doing the talking” make a WIS check, DC 10. If she 
succeeds, then the expert recognizes the artefacts as 
belonging to the lot. 


If they are attempting to sell an artefact, then make the 
WIS check as above, failure indicating the expert 
recognizes the pieces, and either alerts the authorities 
or demands a bribe. 


Lucky and unscrupulous parties can sell the artefacts 
for a base amount of 400 pounds, though this can be 
raised by a successful Sense Motive, DC 10 roll. 


Kah-Te-Thu-Guh 


Two portions are contained within a border, or 
cartouche, (INT check, DC 15; can’t take 10) or 
Knowledge (archaeology), DC 10) spelling out “Kah- 
Te-Thu-Guh.” 


Fomalhaut 


A Research, DC 10 roll will turn up the information as 
referred to in Baggage Papers 8. A _ successful 
Knowledge (astronomy), DC 10 or a INT check, DC 
20; can’t take 10 will also reveal details on Fomalhaut. 


The Recovery 


If the party completely fails to take any precautions to 
prevent being followed, assume he can do this 
automatically; otherwise the keeper should roll an INT 
check, DC 15 (can’t take 10) for Saleau. If he 
succeeds, he has located the investigators. 


Breaking and Entering 


Saleau will need to make a successful Pick Locks, DC 
10 and Move Silently, DC 15 to enter into his victim’s 
room undetected. A Listen DC 10 roll will allow any 
investigators asleep in the room to awaken if Saleau 
fails this roll or another Move Silently, DC 15 roll 
made upon his exit. Though he will be armed, Saleau 
will flee if he is detected. 


If the Statuette has bonded with an owner, the fire 
vampire will attempt to alert the possessor. Any small 
pieces of paper near the statuette will begin to 
smoulder and 1d3 rounds later will burst into flame. 
Allow a Will save, DC 5 to be awoken by the fire. 
Unless the fire is extinguished, a failed WIS check, DC 
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10 roll means that it spreads to other nearby items, 
leading to a larger and possibly dangerous room fire. 


Indirect Approach 


If the party hands it over he will subtly examine it to 
make sure that his contraband is still intact (a Spot 
check, DC 15 to see him make this check). 


Direct Approach 


If he is attempting to do so in public, allow him to use 
his Hide, DC 15 to do so undetected, otherwise a Spot, 
DC 15 roll will notice his attempt. Failing to resist the 
poison (Fort save, DC 15) results in the victim falling 
unconsciousness for 3d4 hours (The GM may require 
that investigators who failed or rolled a “1” on their 
Fort save must make another Fort save, DC 10, failure 
resulting in the death of the victim). 


The Cultists 


They were passengers on same boat or train that the 
Investigators travelled on and once the party becomes 
aware of them a INT check, DC 20; can’t take 10, will 
recall seeing them during the voyage. 


Allow a Spot, DC 10 roll for each investigator each day 
of observation to notice them. The cultists will 
monitor the investigators for two or three days. 


Dealing with the Statuette 


Again, failure means that the victim will act to their 
fullest capacity to protect the statuette (allow Will save, 
DC 10 to hold back from killing their companions). 
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Adversaries and NPCs 


Mare Saleau (aka Marco Saldi aka Michael 
Stinson): Dirtbag (4" Level Defense Option) 15 HP; 
Init +3; AC 15 (+3 Dex, +2 Def); Atk +2 Melee* (1d3, 
punch) or -1 ranged**; SV Fort +4, Ref +7, Will +2; 
SZ M; Str 10, Dex 16, Con 11, Int 14, Wis 13, Cha 11. 
San 43. 


Feats and Skills: Appraise +8, Bluff +7, Climb +10, 
Move Silently +9, Open Lock +8, Sense Motive +6, 
Sleight of Hand +7, Speak French +9, Speak Italian +8, 
Speak English +6, Speak Spanish +6, Spot +5 


Non-core Skills: Search + 4, Speak Arabic +2, Speak 
Turkish +1 


Dodge, Skill Emphasis (bluff), Stealthy 


* -4 non-proficiency penalty applies if using a weapon 
** Includes -4 non-proficiency penalty 


Slaves of the Flame Undying 


Zaynab al-‘Ashu, Cult Group Leader [Cultist 
template not applied] (2"' Level Offense Option) 13 
HP; Init -1; AC 9 (-1 Dex); Atk +3 Melee* (1d4 +1, 
punch) or +1 ranged; SV Fort +2, Ref +4, Will +1; SZ 
M; Str 13, Dex 9, Con 14, Int 10, Wis 9, Cha 12. San 
0. 


Feats and Skills: Climb +4, Disguise +5, Gather Info 
+4, Hide +2, Jump +4, Move Silently +2, Open Lock 
+2, Sense Motive +2, Speak Arabic +5, Speak English 
+4, Speak Coptic +3, Spot +2 


Non-core skills: Cthulhu Mythos +2 
Iron Will, Martial Arts, Weapon Proficiency (pistol) 


Spells: Contact Cthugha 
* -4 non-proficiency penalty applies if using a weapon 


Cult Followers (Hasan al-Majub, Saad Khalidi, and 
Abd Higazi) 1“ Level Offense Option 5 HP; Init +0; 
AC 10; Atk +2 Melee (1d3 +1, punch) or -3 ranged; 
SV Fort +1, Ref +4, Will -1; SZ M; Str 13, Dex 11, 
Con 13, Int 10, Wis 9, Cha 10. San 0. 


Feats and Skills Bluff +2, Climb +3, Disguise +3, Hide 
+4, Jump +5, Listen +1, Move Silently +4, Open Lock 
+2, Speak Arabic +4, Speak English +3, Speak Coptic 
+2, Spot +1 


Non-core skills: Cthulhu Mythos +1 


Lightning Reflexes, Weapon Proficiency (melee), 
Weapon Proficiency (thrown). 


Fire Vampire (Core rulebook, p. 166) 


Diminutive Aberration (Lesser Servitor Race) Size: S 
Hit Dice 2d8 (9hp) Init +3 (Dex) Speed: Fly 10 feet 
(perfect)* AC 17 (+4 size, +3 dex) Attacks: touch +0 


Melee Damage: 1d6 fire + 1d4 Con absorption 
Special Qualities: Damage Reduction 20/+1, 
darkvision 60 feet, fire subtype, conflagration, 


Baggage Check 


immunities Saves: Fort +0, Ref +3, Will +6 Abilities: 
Str 1, Dex 16, Con 10, Int 10, Wis 16, Cha 17. Skills: 
Hide +20, Listen +8, Move Silently +8, Search +2, 
Spot +8 Sanity Loss: 0/1d4 Immune to poison and 
critical hits. 


Spells: Contact Cthugha 


*Being bound up in the statuette has atrophied the fire 
vampire’s ability to move. When released from the 
statuette, its initial DEX will be 11 and its speed will 
be “Fly 6’ (perfect). It will regain one point of DEX 
and 1’ of speed each day it is free until reaching its 
maximum DEX of 16 and speed of 10”. 
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The Canopic Jar and its 
Effects 


Each night when Fomalhaut rises above the horizon, 
the possessor of the jar must make a Will save, DC 10 
(DC 13 if Fomalhaut is visible). The DC increases by 
1 each night the investigator possesses the jar. Should 
the investigator fail her save, the fire vampire has 
established contact and will begin to attempt to turn the 
investigator to the worship of Cthugha, or free it from 
the jar. It will cast Nightmare each night (if the keeper 
desires, the fire vampire has the option of sending 
nightmares that do not cause sanity loss as detailed in 
Chaosium’s Dunwich: Return to the Forgotten Village, 
p. 173, under “Dream Vision’’). 


As long as the vampire remains in the jar and the jar 
remains in the investigator’s possession, to simulate 
“the bearer [feeling] alive and confident,’ the 
investigator gains 4 points of charisma, and a +1 bonus 
on all attack, check and save rolls. She also gains 
+25% to any attempt at successfully casting Contact 
Cthugha, and a +10% bonus to Call Cthugha (provided 
the investigator can cast these spells). 


Baggage Check 


Experience Rewards 


The following goals are typical when completing this 
adventure. See page 227 in the D20 Rulebook for more 
information on how these rewards work. 


Recovering their original luggage (owner 
only) 


Turing the stolen goods over to the 
authorities 


Aiding in the arrest of Saleau 
If the cultist are arrested/killed 
Destroying or neutralizing the statuette 


Defeating the Fire Vampire 


The Investigators may lose experience if - 


Loss of the statuette 
If Saleau is killed or escapes 
If any innocents are killed 


If the Fire Vampire escapes 
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Blackwell Horror 


By Brian Sammons 
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Blackwell Horror 


Introduction 


Blackwell Horror is a large adventure which may take 
many sessions to complete. There are a number of 
NPCs encountered in the story, yet they are so diverse 
and their personalities are so well defined as to keep 
investigators chasing them for a very long time to 
come. Should one or many escape, the Keeper has 
many options for recurring villains. 


Most of the opposition in this adventure are of middle 
to high level and with addition of facing an avatar of a 
Great Old One it is recommended that the investigation 
of Blackwell Horror is undertaken by experienced 
Investigators 


Notes on Layout 


As the original adventure was designed to be played 
using Chaosium’s Basic Roleplaying (BRP) Rules the 
following Skill Difficulties, NPC stats and Spells have 
been converted for use with the d20 Rules. 


Please note that while the conventions used in the d20 
Call of Cthulhu Rulebook have been followed where 
possible, GMs are encouraged at all times to adapt the 
game play to best suit their own players. 


Skill Difficulties 


Skill difficulties for the d20 system have been 
presented using a short description of the events 
requiring the roll followed by the appropriate Skill, its 
location in the Rulebook and the Difficult Check level 
needed for a success. 


Example: Gaining further information from the man 
requires a Diplomacy roll (pg 27) versus a DC of 15. 


NPC/Adversaries Stats 


Statistics for both NPCs and Adversaries in the 
adventure are detailed using the follow standard. 

Name; Description (size and Type); Hit Dice (Hit points); 
Initiative; Speed; Armour Class; Attacks; Damage; Face/Reach 
(if required); Special Abilities; Spell Casting; Special Attacks; 
Special Qualities; Saves; Sanity; Skills; Feats; Challenge Rating; 
Sanity Loss 


Example: Deep One; Medium Size Aberration (Lesser 
Servitor Race) (Aquatic); HD 2d8+4 (13 hp); Init +2 
(Dex); Speed 20ft, 40ft swim; AC 15 (+1 Dex, +4 
Natural); Att 2 claws +5 melee, bite +0; Dam Claw 
1d4+4, bite 2d4+2; SQ Low-light vision; SV Fort +2, 
Ref +2, Will +3; Abilities Str 19, Dex 15, Con 14, Int 
11, Wis 10, Cha 6; Skills Climb +10, Hide +7, Listen 
+7, Move Silently +5; Feats Alertness; CR 2; Sanity 
Loss 0/1d6. 


Spells: 


Likewise Spells are detailed using the follow standard. 
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Name; Components; Cost; Casting Time; Range; Area; 
Duration; Saving Throw; Description (including any further 
information) 
Example: Eldar Sign 

Components: V, S, F 

Cost: | Con drain (permanent) 

Casting Time: | full round 

Range: Touch 

Area: Any opening, doorway, or magical gate 

Duration: Permanent 

Saving Throw: None 

You create a special ...etc. 


Sanity Loss 


As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Experience Rewards 

The Unbound Book has adopted the use of the ‘goal’ 
style of rewarding experience (as per the guidelines 
stated on page 227 of the rulebook). On completion of 
an adventure each goal reached by the party entitles 
each successful character to 300 experience points. 


Not all goals listed can be achieved each time the 
adventure is run, in fact some goals may only be 
successful achieved if certain decisions/errors are made 
by the players during the game. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
rules please feel free to contact The Unbound Book at 


http://www.unboundbook.org/contact.htm. 
Regards, 


The Editor 


Blackwell Horror 


Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


The Offices of Allan & Rowan Realty 


If the party drops by unexpectedly or unannounced, it 
will require Diplomacy or Intimidate, DC 10 rolls to 
obtain the files. 


A Knowledge (Psychiatry) or Psychoanalysis, DC 10 
roll made at this point will show that Mrs. Frand is 
probably an avid gossip and is just dying to talk to the 
investigators about Mr. March, but is trying to portray 
an air of professionalism. 


If further information is required, a Diplomacy or 
Intimidate, DC 5 roll is needed. 


Arriving at Blackwell 


A successful Knowledge (Psychiatry) or 
Psychoanalysis, DC 10 roll will reveal that the person 
in question is afraid of something, but trying to conceal 
their fear. 


The Town of Blackwell 
1. Sheriff's Office/Jail 


If the investigators examine the cells they can try a 
Spot or Search check, DC 10 roll to notice that each 
cell is equipped with a four iron rings anchored to the 
stone floor and the bars of the cell overhead. An Int 
check, DC 10; can’t take 10 will tell an investigator 
that a person could be chained to those rings, spread- 
eagle, and left completely vulnerable. A second Spot 
or Search check, DC 10 will show many dark stains on 
the stone floor of all three cells. 


2. The Wildflower Diner 


If the issue is pressed and a successful Diplomacy, DC 
10 is made, then she will tell the Investigator’s the 
following: 


If a member of the group tries to Intimidate her (with 
the skill), May Carter will be aware of their attempt to 
manipulate her, and she will become very rude with 
them. 


3. Post Office 


Nevertheless, if the Investigators go here, or are just 
passing by on their way to the Cromguard house, they 
can all try a Spot Hidden, DC 10 to notice the strange 
man who’s watching them intensely. 


A second successful Spot Hidden, DC 10 roll will 
show that he carries a cane with a silvery head, and has 
a suitcase at his feet. 
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If an investigator says they will run after the strange 
man without first saying they look down the road have 
that person make a Reflex save, DC 10 to narrowly 
avoid being hit by the same automobile. 


4. Town Hall 


While walking around in this room two investigators, 
chosen at random, will have the chance to make Listen, 
DC 10 rolls. 


If a Disable Device, or Repair, DC 10 is made, the 
investigator will figure out where to press to open the 
secret compartment in the floor, otherwise the only 
way to open it up will be to break into it. 


6. Town Library 


Mrs. Willman will play her part.so convincingly that 
not even a Sense Motive check will detect her lies. 


If an Investigator makes a Research, DC 20 roll one- 
half the normal chance of success, than that person was 
lucky enough to find something that Mrs. Willman 
missed. Each investigator is allowed two chances with 
their Research, DC 20 skill to find any useful 
information. Any investigator who makes their 
Research, DC 20 check is allowed a chance to make an 
Int check, DC 10; can’t take 10 to notice how hard it 
was to find any information on the Cromguard family. 


7. Mayor Wellington’s House 


The door to the basement is strong (DC 23 to break) 
and secured by a stout padlock. Only a Pick Locks, 
DC 15 roll will grant them access below without 
having to break down the door. 


8. Burnt Out Building 


If the investigators go poking around the burnt timbers 
and stones, the Mayor or his wife who live across the 
road have a chance Spot, DC 10 to see the party. 


An investigator succeeding at a Spot, DC 10 will come 
across the top part of what was once the church’s alter. 
Caved into the stone, in Latin, is a message. If a 
successful Speak Language (Latin), DC 10 roll is 
made, the message reads: 


Arriving at the Cromguard House 


He used his Nightmare spell to plague the family with 
nightmares, and his Touch of Nyogtha spell to further 
unnerve them. 


The First Floor 
2. Closet 


As soon as one of the investigators opens the door, 
have that person make a Listen, DC 10 roll to hear the 
sounds of rats squeaking and scuttling away. 


If someone searches the closet and makes a Search or 
Spot, DC 10 roll, they will find, far in the back, an old 
black coat. 


Blackwell Horror 


With very little room to move, the victim would get a 
-2 circumstance penalty to all attack rolls, and just 
think, if Joseph could arrange to close or otherwise 
block the only door... 


4. Stairs to the Second Floor 


An investigator walking on the stairs would have to 
make a Reflex save, DC 12 or fall for 1D4 damage. If 
the person was running it would be a Reflex save, DC 
20 and the damage would be 1D6. 


8. Stairs to the Basement 


The end result is that when a person is descending the 
stairs, they must make a Reflex save, DC 15 or else 
tumble the rest of the way down when that stair 
collapses. The fall will do 1D8 points of damage and a 
Fort Save, DC 10 is needed in order to avoid breaking 
an arm, a leg, or even their neck (Keeper’s discretion). 


10. Study 


However, if a Search or Spot, DC 10 roll is successful 
then an interesting find will be made. 


The investigator is allowed a Reflex save, DC 10 roll 
to see if the bust misses them. 


11. Cromguard Shrine 


If the investigators find none of these, or don’t make 
the connection, examining the crucifix and making 
Spot, DC 10, Disable device or Repair device, DC 10, 
and/or Int checks, DC 10; can’t take 10 will produce 
the same results. 


The Second Floor 
3. Mark Lawson's Room 
The rifle has a chance, using investigator’s flat-footed 


armor class and making a to-hit roll, of hitting the 
unknowing victim for 1D6+2 points of damage. 


5. Storage Room 


Most of the items are junk and of little interest to the 
investigators, but if someone makes a Search or Spot, 
DC 10 roll, then they have found an old, torn painting 
put far away in the back of the room. 


7. Art Studio 


If the investigators search the room and one succeeds a 
Search or Spot, DC 10 roll, then they have found the 
last of the deer paintings. 


9. The Ruined Room 


Searching the piles of debris and making a Knowledge 
(Natural History) or Knowledge (Zoology), DC 10 roll 
will show that the furniture has been gnawed through 
by what appears to be rats. 


10. Master Bedroom 


Anyone unlucky enough to be in front of the mirror as 
it falls must make a successful Reflex save, DC 10 to 
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get out of its way. If they fail, the mirror will hit them, 
shatter, and do 1D6+1 points of damage. After the 
mirror falls, investigators will get a chance to make a 
Spot, DC 10 roll in order to see a large rat scampering 
into a hole in the wall. 


The Basement 


The only useful information that will come from the 
investigators visiting the basement will happen only if 
one investigator makes an Intuit Direction or 
Knowledge (Architecture), DC 10 roll. 


The Secret Underground Lair 
2. Nyogtha’s Worship Chamber 


The sheriff will be partially concealed (+4 to his 
armour class) in the tunnel that leads to the surface and 
he will either try to cripple an opponent with his Wither 
Limb spell or kill them with the Clutch of Nyogtha. 


3. Seth’s Resting Area 


Anyone making a Knowledge (Occult), DC 10 roll will 
know that this is an infamous “Black Book” used by 
witches to sign their pact with the devil, or in this case, 
Nyogtha. 


Inside the book are many names dating as far back as 
1751 and anyone who scans the book and succeeds in 
an Int check, DC 10; can’t take 10 will recognize many 
of the same family names are repeated over and over. 


Finally, an investigator searching this area who also 
makes a Search or Spot, DC 10 roll, will find a small 
black stone tied to a piece of leather, like a necklace. 


Afterwards, that cursed individual will gain one point 
of Constitution, but will start to have dreams of 
blackened tunnels in the earth and of an infinite 
darkness. 


Blackwell Horror 


New Magic 


Create Tikkoun Elixir 


This spell is used to create the strange Tikkoun Elixir 
used to drive away the Great Old One, Nyogtha. Once 
the elixir is made, it is placed in a glass vial then hurled 
at Nyogtha. If the creature is struck by the vial, it will 
retreat back down into the dark earth from whence it 
came. The exact ingredients of the elixir are left up to 
the Keeper, but there should be at least six of them, and 
they should be exotic and hard to obtain. According to 
some traditions, Holy Water is said to be ingredient, 
where as others say that the slimy, black film left by 
Nyogtha’s presence has to be added to the formula if 
the elixir is to work. In any regard, the creator of the 
elixir must enchant it with his life’s essence in order 
for it to work. Thereby the spell costs 1d6 SAN and 10 
temporary CON damage per vial of the elixir made. 


The Touch of Nyogtha 


by use of this spell the caster can coat an object or area 
with a sickening slime. This substance is totally black, 
smells absolutely awful, is quite slippery, and 
degenerative in nature. The slime can be used to coat 
an object that is being held by a person in an attempt to 
have them drop it, or in coating the floor a person 
might slip and fall. If the black ichor is used on food 
or any plant matter it will decay and rot in a matter of 
minutes. If cast upon another’s open wounds they will 
become severely infected. The smell of the slime is 
nauseating and those who are near it must make a Fort 
Save, DC 12 or else become sick. This spell costs the 
caster 1D4 SAN and 2 points of Charisma damage for 
each 5 foot by 5-foot area the caster wishes to cover. 
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Adversaries and NPCs 


NPC Statistics — The Living Church 


Sheriff Michael Hicks, Guardian and Enforcer (7" 
Level Offensive Option) 44 HP; Init +1; AC 12 (+l 
Dex; +1 Def); Atk +9/+4 Melee* (1d4 +3, punch) or 
+7/+2 ranged**; SV Fort +4, Ref +6, Will +4; SZ M; 
Str 17, Dex 12, Con 14, Int 13, Wis 15, Cha 9. San 10. 


Feats and Skills: Bluff + 6, Climb +9, Drive +8, Gather 
Info +6, Intimidate +10, Knowledge (law) +8, Listen 
+9, Move Silently +8, Search +8, Sense Motive +11, 
Speak Latin +8, Spot +8, Cthulhu Mythos +8 


Blind-fight; Combat Casting; Endurance; 
Artist; Weapon Proficiency (Pistol); 


Martial 


Spells: Clutch of Nyogtha; Contact Nyogtha; Deflect 
Harm; Whither Limb 


* -4 non-proficiency penalty applies if using a weapon 


** _4 non-proficiency penalty applies if using a ranged 
weapon other than a pistol 


Lilly Willman, Elder Evil (7" Level Defensive 
Option) 18 HP; Init +0; AC 13 (+0 Dex, +3 Def); Atk 
+2 Melee or -1 ranged*; SV Fort +2, Ref +2, Will +11; 
SZ M; Str 6, Dex 10, Con 10, Int 17, Wis 22 [+6], Cha 
6. San 10. 


Feats and Skills: Bluff +9, Diplomacy +9; Knowledge 
(alchemy) +11, Knowledge (astronomy) +12, 
Knowledge (herbalist) +12, Knowledge (history) +10, 
Knowledge (occult) +12, Knowledge (psychology) 
+12, Research +14, Sense Motive +14, Speak German 
+10, Speak Latin +12, Cthulhu Mythos +16, 
Knowledge (poisons) +5, Speak French +4 


Combat Casting; Persuasive; Trustworthy; Weapon 
Proficiency (Melee) 


Spells: Call Deity (Nyogtha); Clutch of Nyogtha; 
Consume Likeness; Contact Deity (Nyarlathotep); 
Contact Nyogtha; Black Binding; Dampen Light {see 
Darkness, Core rulebook, p. 138}; Deflect Harm; 
Dominate {see Dominate Person, Core rulebook, p. 
140}; Dread Curse of Azathoth; Enthrall Victim {see 
Soul Singing, Core rulebook, p. 148}; Implant Fear 
{see Cause Fear, Core rulebook, p. 134}; Nightmare; 
Summon/Bind Dark Young; Touch of Nyogtha 


* Includes -4 non-proficiency penalty 


Mayor Anthony Wellington, Politician of Pain (8" 
Level Defensive Option) 42 HP; Init -1; AC 12 (-l 
Dex, +3 Def); Atk +5 Melee* (1d3, punch) or +3 
Ranged**; SV Fort +3, Ref +5, Will +7; SZ M; Str 12, 
Dex 9, Con 13, Int 9, Wis 12, Cha 10. San 10. 


Feats and Skills: Bluff +11, Craft (photography) +5, 
Diplomacy +9; Intimidate +12; Knowledge 
(astronomy) +4, Knowledge (law) +4, Knowledge 
(occult) +4, Knowledge (torture) +11, Research +4, 
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Sense Motive +7, Speak Latin +4; Spot +5, Cthulhu 
Mythos +11 


Persuasive, Track, Weapon Proficiency (Bullwhip***); 
Weapon Proficiency (Pistol) 


Spells: Call of Nyogtha; Contact Nyogtha; Dominate 
{see Dominate Person, Core rulebook, p. 140}; Touch 
of Nyogtha 


* -4 non-proficiency penalty applies if using a weapon 


** _4 non-proficiency penalty applies if using a ranged 
weapon other than a pistol 


*** Treat as a ranged attack. Wellington’s bullwhip 
does 1d3 damage, and on a critical hit (19-20) it does 
not do extra damage, but instead forces the target to 
make an opposed grapple roll or be grappled (Core 
Rulebook, p. 78). 


Susan Wellington, Deadly and Diabolical Beauty (7" 
Level Defensive Option) 58 HP; Init +2 (+2 Dex); AC 
15 (42 Dex, +3 Def); Atk +2 Melee* (1d3, punch) or 
+2 ranged**; SV Fort +11, Ref +4, Will +8; SZ M; Str 
9, Dex 14, Con 18, Int 16, Wis 16, Cha 17. San 10. 


Feats and Skills: Bluff +14, Craft (photography) +12, 
Craft (shorthand) +10, Diplomacy +14; Intimidate +14; 
Innuendo +14, Knowledge (occult) +10, Listen +12, 
Perform (singing) +12, Sense Motive +12, Speak Latin 
+10; Spot +12, Cthulhu Mythos +10 


Combat Casting; Endurance; Great Fortitude; Weapon 
Proficiency (Pistol) 


Spells: Consume Likeness; Contact Nyogtha; 
Dominate {see Dominate Person, Core rulebook, p. 
140}; Mesmerize {see Suggestion, Core rulebook, p. 
149}; 


* -4 non-proficiency penalty applies if using a weapon 


** _4 non-proficiency penalty applies if using a ranged 
weapon other than a pistol 


Dr. George Smyth, Doctor of Deviance (7" Level 
Defensive Option) 20 HP; Init +0 (Dex); AC 13 (+0 
Dex, +3 Def); Atk +3 Melee (1d3, punch) or —1 
ranged*; SV Fort +2 Ref +2, Will +8; SZ M; Str 10, 
Dex 11, Con 10, Int 18, Wis 17, Cha 11. San 10. 


Feats and Skills: Blaff +11, Heal +17, Knowledge 
(anatomy) +15, Knowledge (chemistry) +14, 
Knowledge (medicine) +17, Knowledge (occult) +14, 
Knowledge (pathology) +13, Knowledge (pharmacy) 
+13, Knowledge (psychology) +14, Research +14, 
Speak Latin +15, Spot +11, Cthulhu Mythos +12 


Combat Casting; Skill Emphasis (knowledge 
(medicine)), Skill Emphasis (heal); Weapon 
Proficiency (melee**) 


Spells: Call of Nyogtha; Contact Nyogtha; Black 
Binding; Deflect Harm; Remortification {see Speak 
With Dead, Core rulebook, p. 143}; Summon/Bind 
Dark Young; Voorish Sign 
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* Includes -4 non-proficiency penalty 


** A successful hit with the syringe does one point of 
damage, and the target must make a Fort save, DC 15 
or die from poison (how long such a death might take 
is up to the Keeper) 


The Dead and the Damned 
Joseph Cromguard — 326-year-old rat thing 


Rat-Thing (Core rulebook, p. 179) Tiny Magical 
Beast (Lesser Servitor Race) Hit Dice: % d10 (10 hp) 
[Joseph is fully advanced to 1HD, and is therefore size 
Small] Init +8 (+4 Dex, +4 Improved Initiative) Speed: 
40 feet, climb 40 feet AC: 15 (41 size, +4 Dex) 
Attacks: Bite +7 melee Damage: Bite | Face/Reach: 
2% ft. by 2 ft./ 0 ft. Special Attacks: Jaw Lock, spells 
Special Qualities: Scent (can detect foes w/in 30 feet 
by smell alone), low-light vision, darkvision 60 feet 
Saves: Fort +2, Ref +6, Will +1 Abilities: Str 2, Dex 
19, Con 10, Int 12, Wis 13, Cha 5 


Feats and Skills: Balance +12, Climb +12, Escape 
Artist +12, Hide +12, Listen +7, Move Silently +11, 
Spellcraft +5 


Improved Initiative, Weapon Finesse (bite) 
Advancement: Up to 1HD (small) 
Sanity Loss: 0/1d6 


Spells: Clutch of Nyogtha; Contact Nyogtha; Implant 
Fear {see Cause Fear, Core rulebook, p. 134}; 
Nightmare; Touch of Nyogtha 


As a rat-thing in this scenario, Joseph is imbued with a 
permanent Dominate Animal aura which radiates from 
him at all times and effects rats, as the spell (Core 
rulebook, p. 139), except that instead of the rats 
ignoring an order to attack “a creature two or more size 
categories larger,’ use the suggestions for packs 
elsewhere in this text. 


Seth Cromguard, Undead Priest of Nyogtha (6" 
Level Defensive Option) 68 HP; Init -3 (Dex); AC 15 
(-3 Dex, +1 Def); Atk +8 Melee* (1d4 +5, punch) or -4 
ranged**; SV Fort +6, Ref +2, Will +9; SZ M; Str 21 
[+5], Dex 4, Con 25 [+7], Int 14, Wis 18, Cha 1 [-5]. 


Feats and Skills: Bluff +4, Concentration +12, 
Diplomacy +4, Listen +11, Knowledge (occult) +7, 
Knowledge (psychology) +9, Move Silently +4, Sense 
Motive +13, Speak German +7, Speak Latin +9, 
Spellcraft +9, Spot +13, Cthulhu Mythos +16 


Combat Casting, Skill Emphasis (bluff), Stealthy 


Spells: Call Nyogtha; Contact Nyarlathotep; Contact 
Nyogtha; {see Darkness, Core rulebook, p. 138}; 
Dread Curse of Azathoth; Voorish Sign; Wither Limb. 


San Loss: 1/1D8 


* -4 non-proficiency penalty applies if using a weapon 
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** Includes -4 non-proficiency penalty 


Undead qualities: Damage reduction +5/+1, immune 
to poison, stunning and disease; ignore all mind- 
affecting spells. Not subject to critical hits, subdual 
damage, ability damage, ability drain, massive damage, 
and are immune to any effect requiring a Fortitude 
save. Destroyed when hit points reach 0 (not —10). 
Most undead have darkvision with a range of 60 feet. 


[Editor’s note: I converted Seth on his own terms as 
defined by the author. I applied neither the mummy 
template nor did I attempt to make him merely an 
“Animated Corpse.” He is a 7™ level character whose 
type is undead, and whose body exhibits the 
characteristics of one in that state]. 


Keepers should review the section on immortals (Core 
rulebook, p. 289), for those abilities, characteristics and 
attributes apply to Nyogtha. This statistical summary 
is for the keeper’s use in game. 


The Thing That Should Not Be — the Lord of the 
Coven (Nyogtha, Great Old One) 


Massive Great Old One (Demigod) (Earth) 
Domains: Death, Earth, Evil, Shadow 

Hit Dice: 21d12 + 95 (265 hp) 

Init +8 (+4 Dex, +4 Improved Initiative) 

Speed: 10 feet, fly 10 feet (poor) 

AC: 28 (-4 size, +4 Dex, +25 natural, +3 divine) 
Attacks: Tentacle or pseudopod, +31 melee 


Damage: 2d6 +12, plus 1d6 +6 cold or automatic 
grapple, plus 1d6 + 6 cold damage 


Face/Reach: 20 ft. by 20 ft./ 20 ft. 


Special Attacks: Improved grab, Horrid constriction, 
Damage burst, Spell-like abilities, Spells 


Special Qualities: Divine qualities, damage reduction 
21/+4, SR 30, immune to cold, fire resistance 33, 
blindsight, low-light vision, darkvision 120 feet, 
Nyogtha is dispelled when brought to 0 hit points 
(good luck), but reforms 1d4 days later at a location of 
its choosing 


Saves: Fort +20, Ref +15, Will +21 


Abilities: Str 32, Dex 18, Con 17, Int 17, Wis 27, Cha 
25 


Skills: Concentration +30, Cthulhu Mythos +44, Hide 
+18, Knowledge (arcana) +46, Listen +30, Move 
Silently +50, Scry +40, Search +29, Spellcraft +33, 
Spot +29 


Feats: Great Fortitude, Improved Initiative, Power 
Attack, Sunder, Weapon Focus (tentacle) 


Advancement: None 


Sanity Loss: 1d6/1d20 
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Damage burst: If Nyogtha strikes for damage, each 
target within 30 feet of Nyogtha takes 1d10 damage 
from numerous small wounds. 


Improved Grab: If Nyogtha hits a target smaller than it 
with a tentacle or pseudopod, it deals normal damage, 
and then attempts to grapple as a free action (which 
does not provoke an attack of opportunity) 


Horrid Constriction: once Nyogtha has hold of an 
opponent, each successful grapple check it makes 
during subsequent rounds automatically causes living 
creatures to rot, automatically draining 1d6 points of 
str, dex and con permanently. 


Spells: All Call and Contact spells; Create Gate; 
Touch of Nyogtha 


Harry Lawson, Troubled Friend (4" Level Defensive 
Option) 24 HP; Init +1 (Dex); AC 13 (41 Dex, +2 
Def); Atk +3 Melee* (1d4 +1, punch) or +3 ranged**; 
SV Fort +1, Ref +5, Will +5; SZ M; Str 13, Dex 12, 
Con 10, Int 16, Wis 12, Cha 11. San 51. 


Feats and_ Skills: 


Appraise +8, Climb +7, Craft 
(carpentry) +11, Disable Device +11, Drive +7, 
Diplomacy +6, Hide +7, Repair +9, Research +8, 
Search +8, Sense Motive +8, Spot +8. 


Martial Arts; Weapon Proficiency (pistol); Wealth 
* -4 non-proficiency penalty applies if using a weapon 


** _4 non-proficiency penalty applies if using a ranged 
weapon other than a pistol 


Dolores Frand —Helpful Receptionist (2 Level 
Defensive Option) 10 HP; Init +1 (Dex); AC 13 (+1 
Dex, +2 Def); Atk +0 Melee* (1d3, punch) or -3 
ranged**; SV Fort +4, Ref +3, Will +2; SZ M; Str 8, 
Dex 11, Con 12, Int 15, Wis 13, Cha 12. San 70. 


Feats and Skills: Bluff +5, Diplomacy +5, Forgery +6, 
Heal +5, Hide +4, Knowledge (office procedures) +8, 
Listen +7, Open Lock +4, Read Lips +6, Research +6, 
Sense Motive +5, Spot +7 


Alertness; Dodge 
* -4 non-proficiency penalty applies if using a weapon 
** Includes -4 non-proficiency penalty 


Deputy Harold Swan, Reluctant Hero (6" Level 
Offensive Option) 38 HP; Init +3 (Dex); AC 14 (43 
Dex, +1 Def); Atk +7 Melee* (1d3, punch) or +8 
Ranged; SV Fort +4 Ref +5, Will +7; SZ M; Str 14, 
Dex 16, Con 14, Int 14, Wis 11, Cha 14. San 43. 


Feats and Skills: Climb +11, Diplomacy +9, Heal +7, 
Hide +12, Intimidate +11, Knowledge (history) +9, 
Knowledge (law) +11, Listen +7, Move Silently +10, 
Open Lock +8, Sense Motive +7, Spot +7 


Iron Will; Point Blank Shot; Precise Shot; Weapon 
Proficiency (pistol); Weapon Proficiency (shotgun) 


* -4 non-proficiency penalty applies if using a weapon 
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Mary Carter, Waitress and Town Gossip (4° Level 
Defensive Option) 21 HP; Init +6 (Dex; +4 improved 
initiative); AC 14 (+2 Dex, +2 Def); Atk +1 Melee* 
(1d3 -1, punch) or -1 ranged**; SV Fort +5, Ref +5, 
Will +2; SZ M; Str 9, Dex 12, Con 13, Int 14, Wis 10, 
Cha 11. San 50. 


Feats and Skills: Bluff +5, Craft (waitress) +6, Gather 
Info +5, Intimidate +5, Innuendo +5, Knowledge 
(psychology) +7, Repair +7, Sense Motive +7, Sleight 
of Hand +9, Spot +7, Use Rope +7 


Dodge; Improved Initiative; Toughness 
* -4 non-proficiency penalty applies if using a weapon 
** Includes -4 non-proficiency penalty 


Evard Carter — Cook and Quiet Husband (4" Level 
Defensive Option) 29 HP; Init +0 (Dex); AC 12 (+0 
Dex, +2 Def); Atk +4 Melee (1d3, punch) or -2 
ranged*; SV Fort +3, Ref +4, Will +2; SZ M; Str 14, 
Dex 11, Con 14, Int 13, Wis 8, Cha 12. San 58. 


Feats and Skills: Bluff +6, Craft (cook) +8, Drive +5, 
Gather Info +6, Hide +5, Knowledge (natural history) 
+4, Listen +5, Read Lips +6, Repair +5, Sense Motive 
+3, Sleight of Hand +5, Spot +4 


Dodge; Toughness; Weapon proficiency (melee); 
* Includes -4 non-proficiency penalty 


Mr. “Old Oz” Osgood, Store Owner and Town 
Kook (3" Level Defensive Option) 6 HP; Init —2 
(Dex); AC 10 (-2 Dex, +2 Def); Atk +2 Melee* (1d3, 
punch) or -1 ranged**; SV Fort +1, Ref +1, Will +3; 
SZ M; Str 12, Dex 7, Con 6, Int 12, Wis 11, Cha 10. 
San 31. 


Feats and Skills: Appraise +6, Bluff +5, Craft 
(whittling wood) +6, Gather Info +5, Handle Animal 
+6, Knowledge (accounting) +5, Knowledge 
(psychology) +2, Listen +4, Performance (storytelling) 
+5, Sense Motive +5, Search +6, Spot +5, Cthulhu 
Mythos +1 


Feats and Skills: Animal Affinity; Iron Will; Weapon 
Proficiency (pistol); 


* -4 non-proficiency penalty applies if using a weapon 


** -4 non-proficiency penalty applies if using a 
weapon other than a pistol 


Roderick Cromguard, Avenger (7" Level Offensive 
Option) 15 HP; Init —1 (Dex); AC 10 (-1 Dex, +1 Def); 
Atk +7/+2 Melee (1d3, punch) or +5/+0 ranged*; SV 
Fort +3, Ref +4, Will +5; SZ M; Str 12, Dex 9, Con 13, 
Int 16, Wis 17, Cha 5. San 32. 


Feats and Skills: Bluff +8, Heal +13, Hide +12, 
Knowledge (occult) +14, Knowledge (psychology) 
+13, Move Silently +10, Sense Motive +12, Speak 
French +12, Speak German +11, Speak Latin +11, 
Speak Spanish +10, Spot +12, Cthulhu Mythos +8 
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Combat Casting; Persuasive; Stealthy; Weapon 
Proficiency (melee); Weapon Proficiency (pistol); 


Spells: Bless Blade {see Enchant Item, Core 
Rulebook, p. 140}; Create Tikkoun Elixir; Elder Sign; 
Flesh Ward; Powder of Ibn-Ghazi {see Invisibility 
Purge, Core rulebook, p. 143} 


* -4 non-proficiency penalty applies if using a weapon 
other than a pistol 


Mr. Kettle, Possible Zombie Animated Corpse (Core 
tulebook, p. 158) Medium Size Undead Hit Dice: 
2d12+3 (16 hp) Init —1 (Dex) Speed 30 feet AC 11 (-1 
Dex, +2 Natural) Attacks: Slam +2 melee Damage: 
Slam 1d6+1 Face/Reach: 5 ft. by 5 ft./ 5 ft. Special 
Attacks: Spells [Kettle has none] Special Qualities: 
undead qualities (see below) Saves: Fort +0, Ref -1, 
Will +3 Abilities: Str 13, Dex 8, Con ---, Int 3, Wis 
10, Cha 1 Skills: Listen +5, Spot +4 Feats: Toughness 
Sanity Loss 0/1d6 


Undead qualities: Damage reduction +5/+1, immune 
to poison, stunning and disease; ignore all mind- 
affecting spells... Not subject to critical hits, subdual 
damage, ability damage, ability drain, massive damage, 
and are immune to any effect requiring a Fortitude 
save. Destroyed when hit points reach 0 (not —10). 
Most undead have darkvision with a range of 60 feet. 


Pack of Rats 


When the rats attack they will be comprised of 1D6+2 
smaller packs of rats. The victim they are attacking 
always gets to attack first in every round, unless its the 
first round of combat and they are taken by surprise or 
asleep. A successful attack vs. AC 12 means they have 
killed one or more of the rats in one of the packs and 
have caused the rest of the rats in that pack to scamper 
away. When the rats attack, find the number of 
remaining packs and multiply that number by five to 
establish each pack’s current chance of launching a 
successful attack. After the first attack, each remaining 
pack makes a Fort check, DC 13 with a minus one for 
each pack that has been “driven off,” to see if they will 
attack* as the number of packs dwindles, so does their 
interest in fighting. A successful attack by one pack of 
rats does 1D3 points of damage, further, the victim of 
the attack has a chance of catching a disease from the 
dirty wounds. The total points of damage one person 
has taken from the rats is the DC number of the Fort 
save they must make to avoid contracting a random 
disease. The exact specifics of the disease is left open 
to the discretion of the Keeper. 


* For example, Joseph wants the rats to attack. The 
investigators have driven off one attack already, so 
Joseph must roll for each remaining pack to see if it 
will attack. One pack driven off equals a -1 modifier. 
Therefore, the Keeper must roll a 14 or higher in order 
for one of the packs to attack (a 30% chance for each 
remaining pack). 
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Experience Rewards 


The experience rewards in this adventure are both 
many and varied. The Editor has decided that it is best 
if the individual Keeper decides what rewards are to be 
allocated to their Players. 


THE UNBOUND BOOK 


The Black Dog 


By Linden Dunham 


D20 STATS FOR THE ADVENTURE PUBLISHED IN ISSUE ONE OF THE 
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Introduction 


The Black Dog is an adventure designed to test 
experience Call of Cthulhu players. As a result, while 
the Investigators may believe they know the cause of 
the disturbance there is many sub plots and storylines 
that may lead them to a different conclusion. 


Notes on Layout 


As the original adventure was designed to be played 
using Chaosium’s Basic Roleplaying (BRP) Rules the 
following Skill Difficulties, NPC stats and Spells have 
been converted for use with the d20 Rules. 


Please note that while the conventions used in the d20 
Call of Cthulhu Rulebook have been followed where 
possible, GMs are encouraged at all times to adapt the 
game play to best suit their own players. 


Skill Difficulties 


Skill difficulties for the d20 system have been 
presented using a short description of the events 
requiring the roll followed by the appropriate Skill, its 
location in the Rulebook and the Difficult Check level 
needed for a success. 


Example: Gaining further information from the man 
requires a Diplomacy roll (pg 27) versus a DC of 15. 


NPC/Adversaries Stats 


Statistics for both NPCs and Adversaries in the 
adventure are detailed using the follow standard. 

Name; Description (size and Type); Hit Dice (Hit points); 
Initiative; Speed; Armour Class; Attacks; Damage; Face/Reach 
(if required); Special Abilities; Spell Casting; Special Attacks; 
Special Qualities; Saves; Sanity; Skills; Feats; Challenge Rating; 
Sanity Loss 

Example: Deep One; Medium Size Aberration (Lesser 
Servitor Race) (Aquatic); HD 2d8+4 (13 hp); Init +2 
(Dex); Speed 20ft, 40ft swim; AC 15 (+1 Dex, +4 
Natural); Att 2 claws +5 melee, bite +0; Dam Claw 
1d4+4, bite 2d4+2; SQ Low-light vision; SV Fort +2, 
Ref +2, Will +3; Abilities Str 19, Dex 15, Con 14, Int 
11, Wis 10, Cha 6; Skills Climb +10, Hide +7, Listen 
+7, Move Silently +5; Feats Alertness; CR 2; Sanity 
Loss 0/1d6. 


Spells: 
Likewise Spells are detailed using the follow standard. 
Name; Components; Cost; Casting Time; Range; Area; 


Duration; Saving Throw; Description (including any further 
information) 


Example: Eldar Sign 
Components: V, S, F 
Cost: 1 Con drain (permanent) 
Casting Time: | full round 
Range: Touch 
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Area: Any opening, doorway, or magical gate 
Duration: Permanent 

Saving Throw: None 

You create a special ...etc. 


Sanity Loss 


As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Experience Rewards 


The Unbound Book has adopted the use of the ‘goal’ 
style of rewarding experience (as per the guidelines 
stated on page 227 of the rulebook). On completion of 
an adventure each goal reached by the party entitles 
each successful character to 300 experience points. 


Not all goals listed. can be achieved each time the 
adventure is run, in fact some goals may only be 
successful achieved if certain decisions/errors are made 
by the players during the game. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
tules please feel free to contact The Unbound Book at 
http://www.unboundbook.org/contact.htm. 


Regards, 
The Editor 
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Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


1. Somerville Manor 
Rodney’s Folly 


Investigators who make a Cthulhu Mythos Check, DC 
15 will recognise the device as a crude depiction of an 
Elder Sign. The sign is not enchanted and thus has no 
deterrent properties. 


It is a cavalry sabre (+ 1 sabre, 1d6+1 damage, Crit 18- 
20/x2, 3lbs., slashing - note the +1 enchantment will 
negate the Hound’s damage reduction) enchanted by 
Sir Rodney for use against the Hound. 


Blackstone Hill Roman Villa 


Investigators who succeed a Knowledge 
(Archaeology), DC 10 roll will deduce that the stone 
was housed in an underground chamber separate from 
the rest of the villa. 


Any investigator making a Spot or Search, DC 10 roll 
will notice several small coloured tiles dotting the 
surface of the wall. 


The tableau is stylistically crude and investigators who 
succeed in a Knowledge (Archaeology) or Knowledge 
(History), DC 10 roll will be able to date the mosaic to 
the late Roman-British period. 


Investigators may decide that destroying the stone is 
the key to ending the curse of the Somervilles. This is a 
reasonable supposition but difficult to accomplish. The 
stone has Hardness 19, 200 hit points — see Core 
Rulebook, p. 77. 


Passing though the stone’s angular surface costs 8 
points of temporary strength damage, sufficient to kill 
most ordinary humans. Returning to the present costs 
another 8 points of temporary strength damage. 


8. Hanley’s Cottage 


Investigators who make a Knowledge (Occult), DC 10 
roll will recognise the device as a reversed swastika. 


Local Newspapers 


Back issues of the Brichester Herald are a useful source 
of background information for the investigators. Each 
of the following extracts can be obtained after two 
hours study and a successful Research, DC 10 roll. 


Other Enquiries 


General 
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The Keeper should use discretion in deciding how 
much information to provide to the investigators. In 
many cases NPCs will be reluctant to talk for fear of 
breaching client confidentiality. At the very least 
investigators should have to make Diplomacy or 
Intimidate, DC 15 rolls in order to find out anything 
useful. 


Jane Hanley 


An investigator who makes a Knowledge (Psychiatry) 
or Psychoanalysis, DC 10 roll will realise that Mrs 
Hanley still loves her husband and is concerned for his 
welfare. 


Cthulhu Mythos Knowledge 


The Keeper will have to decide what information 
should be given to investigators who make successful 
Cthulhu Mythos checks in the course of their 
investigation. This is something of a balancing act for 
the Keeper as revealing too much information will 
make the scenario too easy but too little information 
will lead to the investigators feeling frustrated. 
Typically, successful Cthulhu Mythos checks should 
enable investigators to “join the dots” and discover real 
reasons for the strange phenomena they encounter e.g. 
hearing Mrs Hanley’s account of her husband’s 
aberrant behaviour and realising that it is consistent 
with that of a former Great Race kidnap victim, or 
deducing that Dr Soames’s living slime is secreted 
from a Hound of Tindalos. 


Keepers using d20 may wish to assign information to 
different levels of success if the player’s roll 
dramatically exceeds the DC of the check. E.g., a 
Cthulhu Mythos check, DC 10, may net the 
investigator more information if they roll a 15 or a 20 
on their check roll. A successful check may reveal that 
the living slime is from a Hound of Tindalos; on a 15 
(assuming, for this example, that the DC was 10) then 
you might tell them something about the Hound (it 
travels through time to kill its victim no matter where 
they might be, and it extremely resistant to damage); on 
a 20, perhaps they learn that the Hound can only reach 
its victim through angles. 
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Adversaries and NPCs 


John Greaves: 3 Level Police Constable (3 Level 
Offensive Option) 20 HP; Init +0; AC 10; Atk +3 
Melee or +3 ranged*; SV Fort +4, Ref +3, Will +3; SZ 
M; Str 15, Dex 10, Con 16, Int 11, Wis 14 Cha 11. San 
70. 


Feats and Skills: Bluff +5, Diplomacy +4, Drive +2, 
Gather Info +4, Intimidate +6, Knowledge (Law) +3, 
Listen +6, Move Silently +4, Sense Motive +6, Sleight 
of Hand +5, Search +5; Spot +8 


Alertness, Weapon Proficiency (Melee), Weapon 
Proficiency (pistol), Martial Artist (1d4+2, punch) 


*-4 non-proficiency penalty applies if using a ranged 
weapon other than a pistol 


Gerald Hanley: Victim and Would-be Cultist (5" 
Level Defensive Option) Male, Age 29 15 HP; Init +1 
(dex); AC 13 (+1 Dex, +2 Def); Atk +2 Melee or +3 
ranged; SV Fort +4, Ref +5, Will +3; SZ M; Str 11, 
Dex 13, Con 11, Int 15, Wis 15, Cha 13. San 50. 


Indefinite Insanity: 
(especially Germans) 


Feats and Skills: Craft (Drawing) + 10, Craft 
(Painting) +13, Diplomacy +7, Drive +7, Gather Info 
+9, Hide +7, Knowledge (History) +10, Listen +8, 
Move Silently +7, Research +8, Search +9, Spot +8 


Partial Amnesia; Xenophobia 


Skill Emphasis (Craft (Painting)), Weapon Proficiency 
(Melee), Weapon Proficiency (Pistol), Weapon 
Proficiency (Rifle) 


Non-Feats and Skills: Cthulhu Mythos +1 


Note: Although pretty far down the road to becoming a 
cultist Hanley isn’t quite there yet. If an investigator 
realises that he is insane and makes a Knowledge 
(Psychiatry) or Psychoanalysis, DC 10 roll Hanley will 
realise the folly of what he is doing. He will then 
consent to being returned to hospital where he may 
well make a full recovery. Saving Hanley from himself 
is worth another 1D6 SAN points. 


Barbara Lewington: Writer and Murder Suspect 
(4° Level, Defensive Option) Female, Age 27 18 HP; 
Init +2 (dex); AC 14 (+2 Dex, +2 Def); Atk +2 Melee* 
(1d3, punch) or +3 ranged**; SV Fort +3, Ref +4, Will 
+5; SZ M; Str 10, Dex 14, Con 13, Int 16, Wis 16, Cha 
15. San 80. 


Feats and Skills: Craft (Writing) +8, Diplomacy +7, 
Disable Device +8, Drive +9, Knowledge (natural 
history) +8, Diplomacy +7, Handle Animal + 10, Heal 
+9, Knowledge (natural history) +8, Knowledge 
(pharmacy) +8, Research +9, Ride (horse) +11. 


Animal Affinity, Wealth, Weapon Proficiency (Pistol) 
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Non-Feats and _ Skills: Knowledge (Botany) +5, 
Knowledge (law) +3, Repair +3, Speak French +5. 


* -4 non-proficiency penalty applies if using a weapon 


** -4 non-proficiency penalty applies if using a ranged 
weapon other than a pistol 


Reverend Thomas Lovejoy: Town Clergy (2™ Level, 
Defense Option) Male, Age 35 8 HP; Init +0; AC 12 
(+2 Def); Atk +1 Melee* (1d3, punch) or -3 ranged**; 
SV Fort +4, Ref +3, Will +3; SZ M; Str 10, Dex 10, 
Con 12, Int 15, Wis 16, Cha 13. San 80. 


Feats and Skills: Diplomacy +7 Knowledge (history) 
+6, Knowledge (psychology) +6, Knowledge (occult) 
+6, Performance (Singing) +5, Psychoanalysis +7, 
Sense Motive +9 Research +8, Speak French +6, Speak 
Latin +6, Search +8 Spot +7 


Sharp-eyed, Trustworthy, 
(bluff), Stealthy 


Dodge, Skill Emphasis 


* -4 non-proficiency penalty applies if using a weapon 


** Includes -4 non-proficiency penalty 


Bill Robert: Local Builder (4" Level Offense Option) 
Male, Age 29 25 HP; Init +3 (dex); AC 13 (43 Dex); 
Atk +4 Melee (1d4 +1, punch) or +6 ranged*; SV Fort 
+3, Ref +7, Will +2; SZ M; Str 14, Dex 16, Con 15, Int 
14, Wis 13, Cha 11. San 65. 


Feats and Skills: Appraise +7, Craft (carpentry) +9, 
Craft (house painting) +9, Diplomacy +5, Drive +8, 
Listen +7, Move Silently +9, Repair +9, Sense Motive 
+6, Sleight of Hand +8, Spot +8, Wilderness Lore +6 


Martial Arts, Mobility, Weapon Proficiency (melee), 
Weapon Proficiency (rifle) 


* -4 non-proficiency penalty applies if using a weapon 
other than a rifle 


Wesley Soames: Village Doctor (4" Level Defense 
Option) Male, Age 30 20 HP; Init +2 (dex); AC 14 (+2 
Dex, +2 Def); Atk +2 Melee* (1d3, punch) or +0 
ranged**; SV Fort +6, Ref +3, Will +7; SZ M; Str 10, 
Dex 15, Con 14, Int 15, Wis 12, Cha 12. San 60. 


Feats and Skills: Bluff +6, Drive +7, Gather Info +6, 
Heal +11, Knowledge (biology) +9, Knowledge 
(chemistry) +7, Knowledge (medicine) +12, 
Knowledge (pharmacy) +9, Psychoanalysis +6, 
Research +9, Sense Motive +6, Speak Latin +7, Spot 
+6 


Tron Will, Skill Emphasis (Knowledge (medicine)), 
Skill Emphasis (Heal) 


* -4 non-proficiency penalty applies if using a weapon 


** Includes -4 non-proficiency penalty 
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Paul Somerville: Dilettante (3% Level Defensive 
Option) 12 HP; Init +1 (dex); AC 13 (+1 Dex, +2 Def); 
Atk +1 Melee* (1d3, punch) or -2 ranged**; SV Fort 
+1, Ref +4, Will +3; SZ M; Str 9, Dex 12, Con 11, Int 
12, Wis 11, Cha 14. San 40. 


Feats and Skills: Appraise +5, Bluff +7, Diplomacy 
+7, Drive +6, Innuendo +4, Knowledge (history) +8, 
Knowledge (natural history) +6, Ride (horse) +7, 
Research +5, Search +5, Swim +7, Spot +4 


Athletic, Wealth (twice) 


* -4 non-proficiency penalty applies if using a weapon 
** Includes -4 non-proficiency penalty 


Note: Investigators who succeed in a Knowledge 
(Psychiatry) or Psychoanalysis, DC 10 roll while 
talking to Paul will be able to calm him sufficiently so 
that he is able to give a coherent account of what he 
saw on the stone. 


Hound of Tindalos (Core rulebook, p. 173) Medium 
Sized Magical Beast (Greater Independent Race); Hit 
Dice 4d10+4 (26hp); Init +5 (+1 Dex, +4 Improved 
Initiative); Speed 30’, Fly 120’ (average); AC 15 (44 
natural, +1 dex); Attacks: 2 claws +6 melee, tongue +2 
melee; Damage Claw 1d4 +2, tongue (touch attack, 1 
Con drain); Face/Reach: 5ft. by 5ft./5 ft.; SA Ichor 
2d4, tongue touch attack; SQ Damage Reduction 5/+1, 
darkvision 60’, low-light vision, regeneration 5, 
temporal travel; SV Fort +5, Ref +7, Will +8; Abilities 
Str 15, Dex 13, Con 12, Int 17, Wis 21, Cha 17; Skills 
Hide +6, Listen +12, Move Silently +6, Search +7, 
Spot +12, Wilderness Lore +7; Feats Improved 
Initiative, Iron Will, Lightning Reflexes, Track, 
Weapon Focus (tongue); Sanity Loss 1d4/1d20 
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The Black Dog 


Book and Handouts 


The Book of the Black Dog 

Language: English (Archaic) 

Examination Period: 1d3 days, (DC 15) 
Spells: Elder Sign, Enchant Item: Sword 
San Loss: | initial and 1d3 upon completion 
Cthulhu Mythos +0/+1 Ranks (see below) 


Upon finishing the work, give the investigator an Int 
check, DC 10 (can’t take 10). If she succeeds, , then 
she gains the knowledge of the book and +1 Cthulhu 
Mythos rank. If she fails, then Sir Edward’s notes have 
obscured the knowledge the book contains, and the 
reader gains no Cthulhu Mythos ranks (although any 
SAN loss the investigator may have suffered in reading 
the work remains). 


Dream Journal of Gerald Hanley 
Language: English (Archaic) 

Examination Period: 1d3 days (DC 15) 
Spells: None 

San Loss: | initial and 1d2 upon completion 


Cthulhu Mythos: +1 Rank 
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Experience Rewards 


The following goals are typical when completing this 
adventure. See page 227 in the D20 Rulebook for more 
information on how these rewards work. 


e = Killing the Hound 
e Destroying the stone on Blackstone Hill 
e ~=Paul Somerville cured 
e Gerald Hanley is cured 
The Investigators may lose experience - 
e = Paul Somerville killed 
e Per additional person killed by Hound 
e Gerald Hanley still at large 


General Hospital 


By J. Michael Tisdel 


BRP STATS FOR THE ADVENTURE PUBLISHED IN ISSUE ONE OF THE 
UNBOUND BOOK (OCTOBER 2003) 


Call of Cthulhu is copyright ©1981, 1983, 1992, 1993, 1995, 1998, 1999, 2001 by Chaosium Inc.; all rights reserved. 
Call of Cthulhu is the registered trademark of Chaosium Inc. 
Chaosium Inc. 900 Murmansk Street, Suite 5, Oakland CA, 94607-5018, U.S.A. 


Blackwell Horror 


Introduction 


General Hospital is short adventure designed for 2 or 
more Investigators. 


Being quite short it should completed in one session 
and allows the Investigators to face a different type of 
adversary. 


Notes on Layout 


As the original adventure was designed to be played 
using D20 rules published by Wizards of the Coast the 
following Skill rolls, NPC stats and Spells have been 
converted for use with the BRP Rule set. 


Skill Difficulties 


Skill difficulties for the BRP system have been 
presented using a short description of the events 
followed by the appropriate Skill or Stat roll. 


Example: Gaining further information from the man 
requires a Fast talk roll. 


NPC/Adversaries Stats 

The standard BRP format has been used to describe the 
main NPCs and Adversaries. 

For Example: 

George Brown - Butler and Killer 

Sex: M Age: 42 


STR: 14 DEX: 11 APP: 12 CON: 14 SIZ: 16 INT: 13 
POW: 8 EDU: 14 HP: 15 Sanity: 58 Damage Bonus: 
+1D4 


Skills: Listen 60%, Dodge 40%, Hide 25%, Natural History 
20%, Grind Teeth 25%, Cook 45% 


Weapons: Meat Cleaver 60%, damage 1D6+1+1D4. 


Sanity Loss 

As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
tules please feel free to contact The Unbound Book at 
http://www.unboundbook.org/contact.htm. 


Regards, 
The Editor 
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Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


Farm Truck 


A quick examination reveals that Gideon is very pale 
and his breathing is shallow. A First Aid roll reveals 
that Gideon is unconscious, while a_ successful 
Medicine roll reveals that he is actually in a coma. 
Elwood Barber is also looking a little ashen and pale, 
but with all the excitement, a successful 2 (half) Spot 
Hidden roll is required to notice. 


Arriving at the Hospital 


During this time, Elwood Barber is starting to feel 
woozier and Investigators will notice is ungainly nature 
with a successful % (half) Spot Hidden roll. 


After taking care of Elwood, Estelle will tell the party 
she is going to get the Doctor and admittance forms for 
Father Gideon. As she leaves, any of the party 
remaining with the Priest, should make a Listen roll. 


Elwood’s Room 


When the party enters Elwood’s room, something 
doesn’t feel right. Players with a POW of 15 or more 
should make a Sanity roll. A player that passes this will 
feel strangely cold in the room. 


Meanwhile any Investigator that makes a successful 
Listen roll will hear the faint sound of dripping from 
somewhere in the room. 


Even a cursory examination of Elwood shows that he is 
bleeding heavily from a small incision on the left side 
of his chest. A successful First Aid roll or % (half) Spot 
Hidden will reveal that the wound on Elwood’s body is 
some sort of surgical incision. 


If any of the Investigators look around the room, a 
successful Spot Hidden notices a bloodstain on the 
floor next to the bed. 


The Doctor Arrives 


As the group leaves Room 10, each should make a Spot 
Hidden roll. Those who succeed think they see 
something in Room 9, but again nothing is there when 
they look closer. 


Meet the Sheriff 

Investigators still listening to the Sheriff and the Nurse 
should make a Spot Hidden. Those who succeed see 
Dr. Cleave start and an odd reaction cross his face. 
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Room Four 


A successful First Aid or % (half) Spot Hidden will 
reveal that the wound on Mrs. Dahl’s body is a surgical 
incision, while with a successful Spot Hidden roll, a 
bloodstain can be found on the floor next to the bed. 


Investigating the Hospital 
Business Office 
Second Desk 


A successful Spot Hidden roll will reveal that the 
corner of an old newspaper is sticking out of the left 
side drawer of the second desk. 


Doctor’s Office 1 
Filing Cabinet 


While a subsequent successful Spot Hidden roll will 
uncover a clipping from another event -— the 
disappearance of Dr. Cleave’s sister, Sissy, fifty-odd 
years previously (see General Hospital Handout 5). 


Potted Plant 


A thorough search or a successful Spot Hidden roll will 
reveal that one of the plants can easily be removed 
from its pot. Under the plant is Dr. Cleave’s Journal 
(see General Hospital Handout 6). 


Pharmacy 


The door to the pharmacy is locked, but is not difficult 
to pick with a successful Locksmith roll. 


A successful Spot Hidden roll will reveal that a number 
of the prescription sleeping pill packets are empty. 
These have been taken by Dr. Cleave to help him sleep. 


Operating Theater B 


With a successful Listen roll from Investigators 
entering this theater, the faints sounds of an operation 
can be heard. The noise is distant, but voices can 
plainly distinguished and identified as those of Dr. 
Cleave and Nurse Todd. 


With a successful Spot Hidden roll, a small bloodstain 
can be seen on the floor at the head of the operating 
table. A Investigator with a POW of 15 or more will 
get the impression that something very wrong 
happened in this room. 


Room Nine 


This is the room in which Elvis Green died and is 
currently empty. However on a successful Listen roll, 
the faint sounds of raspy and pained breathing can be 
heard and then with a successful Spot Hidden roll, a 
small bloodstain can be found on the floor at the foot of 
the bed. 
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Any Investigator with a POW of 15 or more will get 
the impression that the room is occupied by a non- 
corporeal force. 
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Adversaries and NPCs 


Dr. Adam Cleave — Doctor and Killer 
Sex: M Age: 45 


STR: 11 DEX: 13. APP: 15 CON: 8 SIZ: 12 INT: 17 
POW: 16 EDU: 20 HP: 15 Sanity: 50 Damage Bonus: nil 


Skills: Bargain 75%, Chemistry 65%, Credit Rating 50%, 
Dodge 30%, Fast Talk 50%, First Aid 65%, Hide 40%, 
Library Use 60%, Listen 40%, Medicine 65%, Pharmacy 
60%, Spot Hidden 70% 


Weapons: 

Scalpel 70%, damage 1D4. 
Hypodermic Syringe 50%, damage nil*. 
.38 Revolver 40%, damage 1D10 


* = impale result enters vital organ or releases POT 16 
poison. 


Sheriff Tiberius “T” Carter- The Law 
Sex: M Age: 54 


STR: 14 DEX: 9 APP: 15 CON: 14 SIZ: 14 INT: 14 
POW: 14 EDU: 15 HP: 15 Sanity: 70 Damage Bonus: 
+1D4 


Skills: Bargain 65%, Climb 55%, Credit Rating 50%, Dodge 
30%, Drive Automobile 35%, Fast Talk 70%, Law 50%, 
Jump 50%, Library Use 40%, Listen 55%, Persuade 60%, 
Sneak 25%, Spot Hidden 50% 


Weapons: 
Fist 65%, damage 1D4 + db 
.45 Revolver 70%, damage 1D10+2 


Elvis Green — Vengeful Spirit 


STR: 16 DEX: 13 APP: 12 CON: - SIZ: 12 INT: 9 POW: 
14 EDU: - HP: 15 Sanity: - Damage Bonus: +1D4 


Weapons: 
Fist 35%, damage 1D4 + db* 


* = Elvis has a Corrupting Touch, which he uses to kill his 
victims. When Elvis successfully hits (or touches a victim) 
match the target’s POW versus Elvis’s POW on the 
Resistance Table. If Elvis overcomes the target POW then 
they lose 3 POW. This loss is temporary only and all POW 
returns after 24 hours — unless the victim’s POW is reduced 
to zero in which case their body goes into massive shock and 
results in a painful death. 


